Feeling revolution on the horizon, Mercy Otis Warren 
ealls out for an end to the tyranny of the crown. The 
colonists hear her words, and feel the promise of freedom 
behind every line. 

Thomas Paine reads his words aloud to a crowd of 
listeners, every face before him rapt with attention. He 
champions the rights of man, his impassioned speech and 
powerful language capturing the audience’s hearts and 
minds in dreams of the future. 

Phillis Wheatley sits at her desk, a blank sheet of paper 
before her. Her poetry flows as easily from her thoughts as 
ink from her pen. Her convictions shine through in every 
word, buoyed by her eloquence. 

Firebrands are orators and writers, diplomats and 
preachers, poets and liars. Through their words, they rally 
and inspire their allies, or berate and shame their enemies. 


A war is fought on many fronts, not merely through 
strength of arms. The firebrand understands the power 
and importance of the people’s approval, and use their 
talent for persuasion and argument to their advantage. 
Firebrands are versatile people, with quick wits and 
clever reasoning that gives them an advantage both in 
conversation and, if necessary, on the battlefield. While 
not natural soldiers, firebrands are far from helpless 
in a fight. They employ particular gambits which can 
debilitate their enemies and inspire their allies, turning 
the tide of an engagement in their favor. 


A wealthy background and expensive education is 
not necessary for a firebrand’s skills to flourish. What 
elevates a firebrand’s words beyond simple language 
is not just the beauty and eloquence of their speech 
and writing, but the zeal with which they deliver it. A 
firebrand’s speech bears the weight of confidence and 
belief—even if the firebrand themself knows that 
what they are saying is exaggerated or false. 
The power in those words comes from a 
cause the firebrand believes in wholeheartedly, 
wy be it for noble or self-serving intentions. 
an Many Firebrands on either side of the 
‘32 revolution have been drawn into open 
. conflict by the passion that they feel 
for their beliefs. Tumultuous times 
are a rich vein for both inspiration 
and growing convictions, and many 
firebrands have made a name for 
FLAGBEARER GAMES themselves championing their cause. 
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CREATING A FIREBRAND CLASS FEATURES 


Words are the firebrand’s first and last resort. Consider As a firebrand, you gain the following class features. 
how your character came to be enamored with language. 

Do they love it for its ability to persuade, to deceive, to HIT POINTS 

reveal the truth? Were they taught, or are their talents Hit Dice: 1d8 per firebrand level 

innate? Your character might have heard a speech when Hit Points at 1st level: 8 + your Constitution modifier 
they were young that swayed them to a cause that they Hit Points at Higher Levels: 1d8 (or 5) + your 


still carry, or discovered poetry that captured their Constitution modifier per firebrand level after 1st 
imagination as an adult. Consider their history—what 
can their voice do for them? PROFICIENCIES 

What led your firebrand to their vocation? Was it Armor: Light armor 
chosen for them by their traditional parents? Did they Weapons: Simple weapons, longswords, all martial pistols 
pursue it on their own? Was it a happy accident that Languages: Two languages of your choice 


they found something so well suited to their talents? Do 

they believe everything they say, or are they willing to Saving Throws: Charisma, Wisdom 

bend the truth or lie outright to achieve their ends? How Skills: Choose three from Deception, History, Insight, 

does your firebrand view the importance of their work? Intimidation, Investigation, Medicine, Performance, 
Persuasion, Religion, Sleight of Hand 


QUICK BUILD 

You can make a firebrand quickly by following these EQUIPMENT 

suggestions. First, Charisma should be your highest You start with the items granted by your background and 
ability score, followed by Dexterity or Strength. Second, your choice of starting equipment. 

choose the Son of Liberty background. 
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Your logical reasoning allows you to find the truth hidden in 
a deceit. You have advantage on Intelligence (Investigation) 
checks to see through illusions. In addition, when you 
succeed on an ability check to catch a creature or community 
in a lie, see through an illusion, or find proof of a deception, 
you can uncover a hidden truth. 

Select a question to ask the GM from the following list 
to learn more about this duplicity: 


¢ Who is orchestrating the deceit? 

¢ What is being hidden? 

¢ When did the deception begin? 

¢ Where can you find evidence of the truth? 
¢ Why was it hidden from you? 

¢ How many accomplices are involved? 


Your GM answers this question truthfully, providing 
information that you may have gleaned from context 
clues or slips of the tongue. The more information you 
already have about the duplicity, the more precise and 
detailed the information you receive. 


Co 
/ MUNDANE MAGIC 
Nations & Cannons is a historical campaign 
° setting for 18th century adventures. While there 
| weren't any wizards in that era—at least, that we 
know of—these gambits take the place of spells 


for the Artificer, Ranger, and Firebrand classes. 
Mechanically, gambits function just like spells do, 

| but they’re meant to invoke extraordinary acts of 
heroism using inspiring words, clever ploys, or | 
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SPEECH-CASTING 

As an orator and rhetorician, you can deploy gambits 
against your enemies. Gambits represent extraordinary 
effects that can manipulate the weak-willed, aid your 
allies, and trick your foes into serving your designs. 


You know two cantrips of your choice from the firebrand 
gambit list. You learn additional firebrand cantrips of 
your choice at higher levels, as shown in the Cantrips 
Known column of the Firebrand table. 


The Firebrand table shows how many gambit slots you 
have to cast your gambits of 1st level and higher. To 
cast one of these gambits, you must expend a slot of the 
gambit’s level or higher. You regain all expended gambit 
slots when you finish a long rest. 

You prepare the list of firebrand gambits that are 
available for you to cast by choosing from the firebrand 
gambit list. When you do so, choose a number of firebrand 
gambits equal to your Charisma modifier + % your firebrand 
level, rounded down (minimum of one gambit). The 
gambits must be of a level for which you have gambit slots. 

For example, if you are a 5th-level firebrand, you have 
four 1st-level and two 2nd-level gambit slots. With a 
Charisma of 14, your list of prepared gambits can include 
four gambits of 1st or 2nd level, in any combination. If 
you prepare the 1st-level gambit non sequitur, you can 
cast it using a 1Ist-level or a 2nd-level slot. Casting the 
gambit doesn't remove it from your list of prepared 
gambits. 


Deo fine the Neclerstian of Indenendones Blones Channel 
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You can change your list of prepared gambits when 
you finish a long rest. Preparing a new list of frebrand 
gambits requires time spent practicing your delivery and 
refining logical assertions: at least 1 minute per gambit 
level for each gambit on your list. 


CASTING ABILITY 

Charisma is your casting ability for your firebrand gambits, 
since your influence comes from rational argumentation 
and debate. You use your Charisma whenever a gambit refers 
to your casting ability. In addition, you use your Charisma 
modifier when setting the saving throw DC for a firebrand 
gambit you cast and when making an attack roll with one. 


Gambit save DC = 8 + your proficiency bonus + 
your Charisma modifier 


Gambit Attack modifier = your proficiency bonus + 
your Charisma modifier 


RITUAL CASTING 
You can cast a rebrand gambit as a ritual if that gambit 
has the ritual tag and you have the gambit prepared. 


VOCATION 


You can sway opinions with a handful of words. Choose 
a vocation: Chaplain or Demagogue, both detailed at 

the end of the class description. Your choice grants you 
vocational gambits and other features when you choose 
it at 1st level. It also grants you additional ways to use 
Resolve Points when you gain that feature at 2nd level, and 
additional benefits at 6th, 10th, and 15th levels. 


VOCATIONAL GAMBITS 
Each vocation has a list of gambits—its vocational 
gambits—that you gain when that level's gambits are 
first available to you as a firebrand. Once you gain a 
vocational gambit, you always have it prepared, and it 
doesn't count against the number of gambits you can 
prepare each day. 

If you have a vocational gambit that doesn’t appear 
on the firebrand gambit list, the gambit is nonetheless a 
firebrand gambit for you. 


OuUNCE oF WIT 


By 2nd level, you have pledged to make a difference. 

With your quick wit and brash assurance—or faith in your 
cause—nothing can stop you from leaving your mark on 
the world. Your determination is represented by resolve 
points, which you can spend on various effects to help 
yourself or your allies. You learn additional ways to use this 
feature as you gain levels in this class. 


RESOLVE POINTS 

You have 2 resolve points, and you gain more as you reach 
higher levels, as shown in the Resolve Points column of the 
Firebrand table. You can never have more resolve points 
than shown on the table for your level. You regain all spent 
resolve points when you finish a long rest. 


SILVERED TONGUE 

You can use the eloquence of your words to both aid your 
companions and beguile your enemies. When a creature that 
you can see within 60 feet of you makes a Charisma saving 
throw, you can spend 1 resolve point as a reaction to force the 
creature to reroll the saving throw. You decide whether the 
creature uses the higher or lower roll. 

You must choose to use this feature after the creature 
makes its roll, but before the GM determines whether the 
creature succeeds or fails the saving throw. The creature is not 
affected if it can’t hear you, doesn’t understand the language 
you are speaking, or if it is immune to being charmed. 


FIGHTING STYLE 


At 3rd level, you adopt a style of fighting as your 
specialty. Choose one of the following options. You can’t 
take a Fighting Style option more than once, even if you 
later get to choose again. 


DEFENSE 
When you are wearing armor, you gain a +1 bonus to AC. 


DUELING 

When you are wielding a melee weapon or pistol in 
one hand and no other weapons, you gain a +2 bonus to 
damage rolls with that weapon. 


GREAT WEAPON FIGHTING 

When you roll a 1 or a 2 ona damage die for a melee 
attack, you can reroll the die and must use the new roll, 
even if the new roll is a1 or a 2. The weapon must have 
the two-handed or versatile quality for you to gain this 
benefit (and have a bayonet affixed, if it is a firearm). 


PROTECTION 
When a creature you can see attacks a target other than 
you that is within 5 feet of you, you can use your reaction 
to impose disadvantage on the attack roll. You must be 
wielding a shield or a longsword. 

You cannot use this fighting style to protect against 
ranged attacks from firearms. 


QUICK FLINT 

Being within 5 feet of a hostile creature doesn't impose 
disadvantage on ranged attacks you make with carbines 
and pistols. 


RHETORICAL FLOURISH 


Starting at 3rd level, with only your voice and determination, 
you sustain your casting even when your resources are 
strained. You can cast gambits of 2nd-level or higher that 
are listed on your vocational gambit list by spending resolve 
points (you cannot cast 1st-level gambits using this feature). 
Each gambit level has a different cost, as shown in the 
Resolve Cost column of your vocational gambits table. 
Using this feature, you can spend that many resolve points 
to cast a listed gambit without expending a gambit slot. 
You can cast any of the gambits on your vocational gambit 
list that you can afford—even gambits of a level that isn't 
available to you yet. 


This is unofficial Fan Content permitted under the Fan Content Policy. Not approved/endorsed by Wizards. Portions of the materials used 
are property of Wizards of the Coast. ©Wizards of the Coast LLC. 


Nee 


When you cast a gambit using Rhetorical Flourish, it 
is cast at its lowest level. If you want to cast a vocational 
gambit at a higher level, you must expend a gambit slot 
as normal. 


i 


' TREMENDOUS RESOLVE 
_ Firebrands can use their resolve to cast gambits 
they don't have access to. For example, alevel5 
- Demagogue can cast 1st and 2nd-level gambits and | 
their vocational gambit list includes hold person (a 
_ 2nd-level gambit) and fear (a 3rd-level gambit). 
The Demagogue could spend 3 resolve points _ q 
to cast hold person without using a gambit slot, or 5 a 
resolve points to cast fear without using a gambit slot. | 
He would not otherwise be able to cast fear until he , 
advanced in level and gained a 3rd-level gambit slot. } 


ABILITY SCORE IMPROVEMENT 


When you reach 4th level, and again at 8th, 12th, 16th, 
and 19th level, you can increase one ability score of your 
choice by 2, or you can increase two ability scores of 
your choice by 1. As normal, you can’t increase an ability 
score above 20 using this feature. 


FicHtinc WorpDs 


At 5th level, whenever you use your action to cast a cantrip, 
you can make a single weapon attack as a bonus action. 


PAMPHLETEER 


Starting at 5th level, you can imbue documents with a 
measure of your verbal prowess. Not limited to sermons 
or tirades on street corners, you employ couriers and 
printing presses to carry your voice far and wide. You 
can compose a letter over the course of a short rest and 
inscribe a firebrand gambit onto the parchment. You can 
only inscribe a gambit which targets a single creature 
and inflicts either a curse or the charmed condition, such 
as castigate or charm person. 

This letter can remain in circulation indefinitely, 
triggering the inscribed gambit only when read by your 
specified target. You can only have one such letter in 
circulation at a time. If the letter is destroyed, or if you 
attempt to inscribe a gambit onto a new letter, the effect is 
lost and the gambit ends without being triggered. 

When the letter is read, the inscribed gambit is cast on 
the reader. If the gambit requires concentration, it lasts 
until the end of its full duration or 8 hours, whichever 
is longer, or until you use this feature again. You must 
specify any secondary conditions as you write the letter, 
such as the nature of the curse you inflict with bestow 
curse, or the details of the event you mean to obscure 
with modify memory. 

You have a vague sense of when your letter is read, 
but cannot know if the target succeeded or failed on their 
saving throw. If a creature’s saving throw is successful, 


the creature knows you attempted to manipulate it and is 
immune to this feature for the next 7 days. 

Achieving such an effect through the written word 
requires considerable craft, both in your language and its 
presentation. To inscribe a gambit into a letter you must 
spend £2 per level of the gambit on fine inks and paper, 
and the casting time increases to a minimum of 1 hour. 


PENNY SAVED 


By 6th level you have learned to make do with the 
supplies on hand. Once per day when you finish a short 
rest, you can regain all your expended resolve points. 

In addition, gambits from your vocational gambit list 
don't require material components. 


DECISIVE STRIKE 


At 8th level, you gain the ability to aim your recriminations 
down the barrel of a gun. Once on each of your turns when 
you hit a creature with a weapon attack, you can cause the 
attack to deal an extra 1d8 damage to the target. When you 
reach 14th level, the extra damage increases to 2d8. 


REVOLUTIONARY COVENANT 


By 10th level you have learned to subtly recruit allies, even 
in enemy strongholds. After studying a city or village 

for one hour, you may roll a d20 and attempt to establish 
contact with sympathetic townsfolk. If you roll a number 
equal to or lower than your firebrand level, you enlist the 
aid of several partisans loyal to your cause. By spending 
your remaining resolve points (at least 1) you can reroll 
this check, but you must accept the result of the new roll. 
On a successful check, the locals assist you in one of the 
following ways: 


Call to Arms. You raise a half-platoon of partisan 
insurgents willing to fight for your cause. The GM 
selects 2d4 partisans of CR % or lower who are led 
by one partisan of CR 1. This group will fight for your 
cause and help you to the best of their ability, but will 
not take unnecessary risks or operate beyond 5 miles of 
the settlement. 

Disseminate. You recruit partisan couriers to spread 
gossip and rumor. Make a statement, fact or fiction, that 
is no more than 30 words. While in the settlement, you 
and your allies have advantage on Charisma checks that 
pertain to the subject of that statement for 1 day. A small 
claim can be tacitly accepted; a broad or outrageous 
claim is likely to be met with heightened suspicion. At 
the GM’s discretion, the ruse may collapse entirely after 
one or more failed checks. 

Go to Ground. The partisans usher you and your 
companions to a safehouse somewhere in the 
settlement. This location is unknown to enemy 
forces and can serve as a base of operations while in 
town. The safehouse is stocked with rations for up 
to 5 creatures for 1d4 + 2 days. In addition, you find 
£2d10 worth of ammunitions and other supplies as 


determined by the GM. 
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Improvise. You instruct your new allies in an ex tempore 
scheme of your own devising. At the GM’s option, you 
may suggest an alternative effect no more influential 
than those described above. Describe the assistance 
you seek. The partisans will try to carry out your 
instructions to the best of their ability, though they 
will not obey suicidal or obviously harmful orders. 


Revealing yourself is not without risk. If your check is 
a failure, you attract the attention of enemy soldiers or 
partisans sympathetic to an opposing nation. A friendly 
area could become the target of an impending raid, or the 
authorities of a neutral settlement might turn hostile when 
the war is brought to their doorstep. Being exposed behind 
enemy lines can have disastrous consequences. 

Once you use this feature in a city or village, you can’t 
use it again within that settlement for 30 days. 


At 11th level, you can maintain your focus through sheer 
willpower even when under fire. You can spend 1 point 
of resolve to automatically succeed on a saving throw to 
maintain your concentration when you take damage. 


At 13th level, through careful study you've learned a 
legendary gambit that seems to defy what's possible. 
Choose one of the following gambits: guards and wards, 
heal, or mass suggestion. 

You can cast this gambit once without expending a 
gambit slot. You must finish a long rest before you can do 
so again. 


At 17th level, you gain an additional gambit that can 
be cast in this way from the following gambits: divine 
word, regenerate, or symbol. You regain all uses of your 
Mystifying Argument when you finish a long rest. 


At 20th level, people travel from miles around just to hear 
you give a speech, read scripture, or berate an opponent 
in a public forum. If you spend at least 10 minutes 
orating to a crowd, you can cast charm person on up to 
twelve creatures that can see and hear you, without using 
a gambit slot. When you cast charm person this way, 
onlookers and affected creatures are unaware that you 
cast a gambit and any affected creatures do not know 
they were charmed by you. Once you use this feature, you 
can't use it again until you finish a short or long rest. 
"1 
* OPTIONAL RULE: MULTICLASS 
If you use the multiclass rules, here’s what you need to 
| know if you choose firebrand as one of your classes. 

Ability Score Minimum. As a multiclass character, 

) you must have at least a Charisma score of 13 to 
take a level in this class, or to take a level in another 
class if you are already a firebrand. 

Proficiencies Gained. If firebrand isn’t your initial 
class, here are the proficiencies you gain when you 
take your first level as a firebrand: longswords, all 

istols, one skill from the class's skill list, and one 
anguage of your choice. 

Gambit Slots. Add half your levels (rounded up) 
in the firebrand class to the appropriate levels from 
other classes to determine your available gambit slots. ‘ 


a 
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Your convictions run deep, and you feel the drums of war 
echoing in your own heartbeat. For good or ill, the words 

that flow through you will lead men to battle and change 

the course of history. 


Devoted and determined, Chaplains are driven foremost 
by their belief. Whether they hold faith in a benevolent 
deity, their community, spirituality, or a cult of reason, 
their beliefs are a deep source of strength. Chaplains 
focus mostly on aiding their allies, uplifting and 
encouraging those around them. Their words hold such 
comforting power that they are even able to ease pain in 
the sick or injured. 


CHAPLAIN FEATURES 
Firebrand Level Feature 


1st Vocational Gambits, Inspirational Message 
2nd Benediction 

6th Do No Harm 

10th Hearts and Minds 


15th Remarkable Providence 


You gain access to the firebrand vocational gambits listed 
in the Chaplain Gambits table. See the Rhetorical Flourish 
class feature for how vocational gambits work. 


CHapLain GAmBITS 


Gambit Resolve 
Level Vocational Gambits Cost 


1st bless, sanctuary, shield of faith — 

2nd augury, prayer of healing, sally forth* 3 
3rd ignite fervor*, nondetection, revivify 5 
Ath death ward, esprit de corps*, forestall* ri 
9 


legend lore, mass cure wounds, 
summon company* 


5th 


When you choose this vocation at 1st level, you learn the 
message cantrip if you don’t already know it. When you 
target a creature you can see with message, you can use 
your reaction to take the Help action. If you use this 
action to aid a creature in attacking, the target of that attack 
can be within 30 feet of you, rather than within 5 feet of you. 


Starting at 2nd level, your words of healing and respite carry 
further than most. When you cast certain gambits, you can 
spend a number of resolve points equal to the gambit’s 

level to target a second creature within range with the same 
gambit (1 resolve point if the gambit is a cantrip). 

To be eligible, a gambit must be incapable of 
targeting more than one creature, and must not involve 
making a gambit attack against the target or offer the 
target a saving throw to resist its effects. 
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Do No HARM 

At 6th level, your ministrations become more effective. 
Whenever you cast a gambit that restores hit points 

or grants temporary hit points, you heal or grant an 
additional 2 hit points. When you roll dice to determine 
the number of hit points restored or temporary hit points 
granted, you can reroll a number of dice up to your 
Charisma modifier (minimum of 1). 


HEARTS AND MINDS 
At 10th level, you can grant a reprieve to those most 
vulnerable. When a creature you can see within 15 feet 
drops to 0 hit points, you can spend 3 resolve points as a 
reaction and move up to your speed to the target’s side. 
The creature is instantly stabilized when you touch it, 
regaining hit points equal to your firebrand level + your 
Charisma modifier (minimum of 1). 

When you rescue a hostile creature with this ability it 
is charmed by you for the next 24 hours, or until you or 
your companions do anything harmful to it. 


REMARKABLE PROVIDENCE 

Starting at 15th level, your words carry the weight of the 
divine. As an action, you can target a creature within 

30 feet and proclaim that it is under your protection, 
granting the creature the benefits of sanctuary. This 
effect lasts until you use this feature again, until you're 
incapacitated, or until the creature takes a hostile action. 


CoMMANDER 


At home in both muddy trenches and in stately councils 
of war, a Commander's inspiring presence on the field 

is matched only by their keen tactical insight. Whether 
a commissioned officer, an aide-de-camp, or a guerilla 
leader, or a guerilla strategist, Commanders help to 
plan and carry out daring operations and use their 
formidable intellect to give their allies an edge in battle. 


COMMANDER FEATURES 
Firebrand Level Feature 
Vocational Gambits, Bonus Proficiency, 


ts Take Courage 
ond Tactical Superiority (3 stratagems), 
. Turn the Tide 
éth Lead from the Front, 
Tactical Superiority (5 stratagems) 
10th Stay the Course 


Tactical Superiority (7 stratagems) 


15th Requisition Orders, 
Tactical Superiority (9 stratagems) 


VOCATIONAL GAMBITS 

You gain access to the firebrand vocational gambits listed 
in the Commander Gambits table. See the Rhetorical 
Flourish class feature for how vocational gambits work. 


COMMANDER GamBITS 


Gambit Resolve 
Level Vocational Gambits Cost 
1st —_ alarm, erect palisade%, illusory script = — 

improvised artillery*, sally forth*, 
2nd triage* . 
3rd nondetection, order volley*, siege 5 
tower* 
Ath defensive position”, esprit de corps, 7 
hallucinatory terrain 
j * 
5th conjure volley, ruse de guerre’, 9 


summon company* 


BONUS PROFICIENCY 
When you choose this vocation at 1st level, you gain profi- 
ciency with artillery and with printer's supplies. 


TAKE COURAGE 

Also at 1st level, you know how to inspire those under 
your command. As an action, you can cast heroism 
without expending a gambit slot on a creature that can 
hear you within 60 feet. 

If the target is frightened, its fear is suppressed for 1 
round and it can use its reaction to make a saving throw 
against the effect that frightened it. 

This casting of heroism lasts for 1 round instead 
of its normal duration (and thus does not require 
concentration). On subsequent turns, you can use your 
action to extend the duration of this effect on the creature 
until the start of your next turn. 

When you gain the Fighting Words feature at level 5, 
you can choose to use Take Courage as a bonus action in 
place of making the attack from Fighting Words. 


TACTICAL SUPERIORITY 
When you reach 2nd level, you learn stratagems that are 
fueled by special dice called superiority dice. 

Stratagems. You learn three stratagems of your 
choice, which are listed under "Stratagems" below. Many 
stratagems enhance an attack in some way. You can use 
only one stratagem per attack. 

You learn two additional stratagems of your choice 
at 6th, 10th, and 15th level. Each time you learn new 
stratagems, you can also replace one stratagem you know 
with a different one. 

Superiority Dice. You have four superiority dice, 
which are d8s. A superiority die is expended when you 
use it. You regain all of your expended superiority dice 
when you finish a short or long rest. 

You gain another superiority die at 7th level and one 
more at 15th level. 

Saving Throws. Some of your stratagems require your 
target to make a saving throw to resist the maneuver's 
effects. The saving throw DC is calculated as follows: 


Stratagem save DC = 8 + your proficiency bonus + 
your Strength or Dexterity modifier (your choice) 
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TURN THE TIDE 


Also at 2nd level, you can deploy your allies strategically. 


When you use your Take Courage feature, you can grant 
the target one of the stratagems or maneuvers you know 
until the start of your next turn. If you do so, the save DC 
is calculated using your Intelligence instead of Strength 
or Dexterity: 


Turn the Tide save DC = 8 + your proficiency bonus + 
your Intelligence modifier 


If the ally decides to use the stratagem or maneuver you 
granted them, they expend one of your superiority dice. 


rolled by an ally, but they must use the new roll. 


LEAD FROM THE FRONT 

By 6th level, you have learned how to anticipate your 
enemy's actions. You automatically go first in the 
initiative order, but cannot make an attack in the first 
round of combat (you can still be surprised). 


STAY THE COURSE 
At 10th level, you know how to stay the course. You can 
spend 3 resolve points to inspire your allies for 1 minute. 
For the duration, you can utter a special command or 
warning whenever a nonhostile creature that you can see 
within 30 feet makes an attack roll or a saving throw. The 
creature can add a d& to its roll—as if under the effect of 
bless—provided it can hear and understand you. 

This effect ends if you are incapacitated. Once you use 
this feature, you must finish a long rest before you can 
use it again. 


REQUISITION ORDERS 

By 15th level, you have developed a reputation as a 
competent commander in your nation or cause's armed 
forces. You are afforded some latitude in your operational 
planning, and can freely requisition one of the following 
from your organization's headquarters: 


¢ Asmall keelboat (see Ghosts of Saltmarsh, page 189) 
with 4 additional crew, armed with a Galloper Gun. 

¢ A Field Piece, wagon, and 6 commoners to crew it. 

¢ A stable of 12 riding horses. The horses are battle- 
trained and will not spook at the sound of artillery or 
gunfire. 


This requisitioned force is attached to you permanently. 
You can relinquish your current requisition for a 
replacement requisition at any time, though you must 
submit a written request to your organization which takes 
at least 1 day to process. If your requisitioned force has 
suffered losses or damage to equipment, or if you are not 
currently assigned a mission from your organization, the 
quartermaster may look less charitably on your request 
and issue you an inferior replacement, at the GM's 
discretion. 


3 subclass features are gained at their usual level. 


) same pool. However, the character can freely replace 
= maneuvers and stratagems when they level up and use 
i. them with the features from both subclasses. 


You can spend 1 point of resolve to reroll a superiority die #& 


I —< - — = 


ILTICLASSING AND STRATAGEMS 
n caster multiclassing, Battlemaster (or any other 
class with maneuvers) and Strategist levels combine 
purposes of the number of dice gained from the | 
actical Superiority / Combat Superiority features. All other | 


If a character has both the Tactical Superiority and 
Combat Superiority features, their total number of 
maneuvers and stratagems known comes from the 


STRATAGEMS 


The stratagems are presented in alphabetical order. 

Ambuscade. When you hit a surprised creature with 
a weapon attack, you can expend one superiority die to 
catch them off-balance. Roll your superiority die twice 
and add both results to the attack's damage roll. 

Artillery Barrage. When you make an artillery 
attack, you can expend one superiority die to demolish 
earthworks in the area of effect. If the ordnance fires in 
a line or cone, you can destroy up to a 15-foot- radius 
section of half cover anywhere along the attack's 
trajectory. If the ordnance uses indirect fire, this radius 
is centered on your target point. Half cover (or open 
terrain) in the area of the barrage is blasted apart and 
becomes difficult terrain; sections of three-quarters cover 
are instead reduced to half cover. 

Combined Arms. When you make a grenade attack 
or artillery attack using area of effect ordnance, you can 
expend one superiority die to disorient your enemies. 
You add your superiority die to the attack roll against 
a target point, and creatures that fail their subsequent 
saving throw against the grenade or ordnance effects 
are vulnerable to bludgeoning, piercing, and slashing 
damage dealt by the next attack made against them. 

Cross Fire. When you hit a creature with a ranged 
attack, you can expend one superiority die to attempt to 
rattle the target. The target must make a Wisdom saving 
throw. On a failed save, it is deafened for 1 minute and 
uses its reaction to move up to its speed in a direction 
of your choice; the creature travels in a straight line, but 
won't move over obvious danger (such as through visible 
caltrops or over a cliff). This movement does not provoke 
attacks of opportunity. 

Collision Course. When you collide with a target 
while mounted, driving, or piloting a vehicle, you can use 
your reaction and expend one superiority die to ram the 
target. Damage is dealt to both your ramming mount or 
vehicle and the target, with the amount determined by 
your mount or vehicle's size (see Ghosts of Saltmarsh, 
page 199). 

Roll the superiority die once and subtract it from 
a target vehicle or object's DC 10 Constitution saving 
throw (creatures must make a Dexterity save based 
on the rammer's Strength as usual). Then roll that 


Ne 
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superiority die a number of times determined by your 
mount or vehicle's size, and reduce the damage it takes 
by that amount; Small: 1, Medium: 2, Large: 3, Huge: 6, 
Gargantuan: 8. At the GM's discretion, ramming may 
have a reduced effect against certain targets. 

Draw Out. On your turn, you can use a bonus action 
and expend one superiority die to cast code duello 
without expending a gambit slot. When you do so, you 
can roll the superiority die and subtract it from the next 
attack the target makes against you until the start of your 
next turn. 

Evasive Action. When a creature attacks your mount 
or vehicle, or forces your mount or vehicle to make a 
Strength, Dexterity, or Constitution saving throw, you can 
use your reaction and expend one superiority die to try 
and steer clear. You roll the superiority die and add the 
number rolled to your mount or vehicle's AC or saving 
throw against the triggering effect. 

Field Works. On your turn, you can use a bonus 
action and expend one superiority die to assemble a 
trap or repair a fortification. When you do so, change the 
casting time of a gambit you know that has a casting time 
of no more than 1 minute to 1 action. 

First Aid. On your turn, you can use a bonus action 
and expend one superiority die to attempt to revive an 
incapacitated creature. When you do so, make a Wisdom 
(Medicine) check to treat a creature within 5 feet at 0 hit 
points. If the result is 10 or higher, the creature regains 
consciousness and you restore a number of hit points 


equal to the superiority die roll. 

Harassing Fire. When you make a firearm attack or 
an artillery attack using single-target ordnance, you can 
expend one superiority die to attempt to frighten the 
target. If the threatening shot hits, it deals half damage— 
hit or miss, the target must make a Wisdom saving throw. 
On a failed save, it is frightened of you for a number of 
rounds equal to the superiority die roll. The creature can 
repeat the saving throw at the end of each of its turns, 
ending the effect on itself on a success. 

Present Arms. On your turn, you can use a bonus 
action and expend one superiority die to make a 
Dexterity (Tinker's Tools) or Dexterity (Sleight of Hand) 
check to swiftly load your weapon. When you do so, add 
the superiority die to your check; if the result is 20 or 
higher you can reload one firearm you are proficient in. 

Ram and Sponge. When you are part of an artillery 
crew that takes the Swab & Reload crew action, you can 
use your reaction and expend one superiority die to 
attempt to salvage a failed reload. You roll the superiority 
die and replace the d6 from the Swab & Reload check 
with the result. You must use the new roll. 

Sabotage. On your turn, you can use a bonus action 
and expend one superiority die to cast dirty tricks without 
expending a gambit slot. You subtract the superiority die 
from the target's saving throw. 

Smokescreen. On your turn, you can use your action 
and expend one superiority die to call out and try to trick 
an enemy into firing on its allies. When you do so, make 


a Charisma (Deception) check contested by the Wisdom 
(Insight) check of a hostile creature with an Intelligence 
of 4 or higher. The target must be within 60 feet and must 
be able to hear and understand you—but must not have 
line of sight to you. 

If you succeed, the target makes its next possible 
attack on subsequent turns against another enemy within 
line of sight. Once this has occurred, creatures who 
witnessed the Smokescreen can no longer be fooled by 
your use of this stratagem. 

Take Cover. On your turn, you can use a bonus action 
and expend one superiority die to hunker down from 
enemy fire. When you do so, roll a superiority die. If the 
result is 2 or higher, you and all friendly creatures within 
5 feet gain the benefits of half cover until the start of your 
next turn. If the result is 5 or higher, you and your allies 
gain the benefits of three-quarters cover instead. 

Unto the Breach. When you move at least 20 feet 
straight toward a target before hitting it with a melee 
attack, you can expend one superiority die to lead a 
charge. Choose a number of allies that can see and hear 
you equal to your proficiency bonus. So long as they 
move at least 20 feet straight toward a target before 
hitting it with a melee attack, those creatures roll the 
superiority die and add it to the attack's damage roll. This 
benefit lasts until the start of your next turn. 

Volley Fire. On your turn, you can use your action 
and expend one superiority die to order your allies to 
close ranks. When you do so, choose up to 6 allies who 
have not acted this round (or who have taken the Ready 
action); they must be within 30 feet and must have 
loaded muskets or carbines. Participating allies can use 
their reaction to move up to half their speed and join the 
firing line; they can take no further actions this round. 

If two or more of your allies form a continuous row 
they can fire their musket or carbine in a volley, a 100- 
foot line that is 5 feet wide per participating ally. Each 
creature in that line must make a Dexterity saving throw, 
taking 4d6 piercing damage on a failed save, or half as 
much damage on a successful one. 


JOIN, o DIE, 


DEMAGOGUE 


Persuasive and ardent in words and deeds, Demagogues 
have learned that the things they say need not necessarily 
be true or fair to be believed. Using language as a means 
to an end, Demagogues are able to deliver devastating 
blows to their targets. Their rebukes can be ruthless, their 
misdirection convincing. Demagogues turn their words 
against their foes as easily as blades or bullets, leaving 
their targets confused or frightened as they scramble to 
parse the language hurled at them. 


DEMAGOGUE FEATURES 
Firebrand Level Feature 


Vocational Gambits, Bonus Proficiencies, 


‘st Miscreant's Secrets (1 gambit) 
2nd Dread Reprisal 
6th Excoriate, Miscreant's Secrets (2 gambits) 
Make an Example, Miscreant's Secrets 
10th : 
(3 gambits) 
15th Tar and Feather, Miscreant's Secrets 
(4 gambit) 


VOCATIONAL GAMBITS 

You gain access to the firebrand vocational gambits listed 
in the Demagogue Gambits table. See the Rhetorical 
Flourish class feature for how vocational gambits work. 


DemaGOGueE GaAmBITS 


Gambit Resolve 
Level Vocational Gambits Cost 
1st code duello*, rhetoric*, tongue lash* — 
2nd castigate*, enthrall, hold person 3 
3rd fear, harsh invective*, intelligence 5 

network* 
Ath contusion, fusillade*, to the gallows* if 
5th eye of reason*, geas, hold monster : 


BONUS PROFICIENCIES 
When you choose this vocation at 1st level, you gain 
proficiency with medium armor and with grenades. 


MISCREANT’S SECRETS 
Also at 1st level, you pick up a few tricks of the trade 
from the unsavory characters you associate with. Choose 
one gambit from the ranger gambit list. The gambit you 
choose must be of a level you can cast, as shown on the 
Firebrand table. The chosen gambit counts as a frebrand 
gambit for you and can be prepared as normal. 

You gain one additional gambit from the ranger 
gambit list at 6th level and again at 10th level and 15th level. 


DREAD REPRISAL 

Starting at 2nd level, your words deliver bitter denunciations 
that throw your foes off balance. When you deal psychic 
damage to a creature you share a language with, you can 


" ” 
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spend 1 resolve point to weaken it. Until the start of your 
next turn, the creature doesn't benefit from any condition 
immunities it has. In addition, the next weapon attack that 
hits it ignores all resistances to damage and deals an extra 
2d4 damage. 


EXCORIATE 
Starting at 6th level, you can add your Charisma modifier 
to any psychic damage roll you make. 


MAKE AN EXAMPLE 

At 10th level, when you drop an enemy to 0 hit points, 
you can spend 3 resolve points to force any creatures 
of your choice within 30 feet to make a Wisdom saving 
throw against your gambit save DC. On a failure, they 
become frightened of you for 1 minute. 


TAR AND FEATHER 

At 15th level, you can incite a crowd to oust an individual 
from a settlement as long as you have documented 
evidence of your claims and their misdeeds. To convince 
the crowd, make a Charisma check and add your 
proficiency bonus. If your target is beloved or if the 
settlement is loyal to them, you have disadvantage on 
this check. 

If your result is higher than a DC equal to 8 + the 
target's proficiency modifier + the target's Charisma 
modifier, you sway the crowd. Over the course of 8 hours 
a mob forms to forcibly evict your target. The people 
of the settlement grant you their favor, improving their 
attitude toward you—to indifferent from hostile, or to 
friendly from indifferent. 

On a failure your claims are met with skepticism 
from the populace, and your target may retaliate against 
you for spreading "slander and rumor." If your dice roll 
(before adding your modifier) is lower than the target's 
Charisma modifier, your incitement backfires. The 
settlement's attitude toward your target improves, and 
the mob turns against you, running you and your allies 
out of the settlement. 


EIREBRAND GAMBIT LIST 


This list is organized by gambit level, not character level. 
If a gambit can be cast as a ritual, the ritual tag appears 
after the gambit's name. Gambits marked with an asterisk 


are described in chapter 5. 


CANTRIPS (0 LEVEL) 
foxfire* 

guidance 

mending 

resistance 

spare the dying 

shillelagh 

true strike 

vicious mockery 


1ST LEVEL 

bane 

bless 

charm person 

code duello* 

comprehend languages 
(ritual) 

cure wounds 

dead drop* 

disguise self 

healing word 

heroism 

identify (ritual) 

illusory script (ritual) 

non sequitur™ 

rhetoric* 

sanctuary 

tongue lash* 


2ND LEVEL 
aid 

augury (ritual) 
calm emotions 
castigate* 
enthrall 

hold person 
knock 


leechcraft* 
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prayer of healing 
sally forth* 
stock and barrel* 
suggestion 


3RD LEVEL 
beacon of hope 
bestow curse 

beyond reproach* 
fear 

harsh invective* 
ignite fervor* 
intelligence network* 
mass healing word 
nondetection 
protection from energy 
remove curse 

slow 


4TH LEVEL 
compulsion 
confusion 

death ward 

esprit de corps* 
forestall* 

freedom of movement 
fusillade* 

to the gallows* 


5TH LEVEL 
eye of reason* 


geas 

hold monster 

hold the line* 
legend lore 

mass cure wounds 
modify memory 
summon company* 


Gerbils 


BEYOND REPROACH 
3rd-level illusion 


Casting Time: 1 hour 

Range: Self 

Components: V, M (a combination of clothing, makeup 
and forged documentation worth at least £7 which the 
gambit consumes) 

Duration: Until discovered 


With an elaborate combination of forged documents, a 
clever disguise, and a change in your poise and dialect, 
you create a cover identity. You can use this cover identity 
to move about unaccosted by those that might otherwise 
be suspicious of your actions, such as walking through 
an enemy camp or hostile town. Unless you give 
onlookers a reason to doubt your identity, your disguise 
holds up. 

Your disguise is impeccable, requiring a successful 
Intelligence (Investigation) check against your gambit 
save DC to be exposed. If a creature sees through your 
disguise, it will accost you and become hostile. Word will 
quickly spread and your cover identity will be blown, 
unless the creatures that saw through the disguise are 
dispatched or otherwise dealt with. 

You can instead attempt to create an impersonation 
of a specific individual. The target of your impersonation 
must make a Charisma saving throw, which is modified 
by how well you know the target and the sort of material 
objects you possess that are related to it. This roll is 
made in secret by the GM. Regardless of the result, the 
creature is unaware that you attempted to create an 
impersonation unless it sees you in disguise (a creature 
automatically recognizes an impersonation of itself) or 
is informed of your actions. 


Knowledge Save Modifier 
Secondhand (you have heard of the target) +5 
Firsthand (you have met the target) +0 
Familiar (you know the target well) 5 
Material Objects Save Modifier 
Likeness or portrait -2 
Possession or garment 4 
Official documentation stating your identity —10 


On a successful save, your impersonation does not 
pass muster and creatures familiar with the target will 
identify you as an impostor on sight. On a failed save, 
your impersonation is uncanny and your cover identity 
functions as normal, not rousing suspicion unless you 
give a creature a reason to doubt you. 


CASTIGATE 
2nd-level abjuration 


Casting Time: 1 bonus action 
Range: 60 feet 

Components: V 

Duration: 8 hours 


You vociferously berate an opponent within range who 
has lied or misled you. The creature must have recently 
attempted to deceive you or others, and be able to see, hear 
and understand you. The creature must make a Charisma 
saving throw or be cursed with 1 level of exhaustion and 
disadvantage on Wisdom saving throws for the duration. 

The creature has disadvantage on their save if you 
provide hard evidence to support your claim. 


CODE DUELLO 
1st-level enchantment 


Casting Time: 1 bonus action or 1 hour 

Range: 60 feet 

Components: V or S, M (ink and paper) if cast over 1 hour 
Duration: Instantaneous 


You challenge a creature to single combat, or post a public 
notice announcing your intention to duel your target. 

When you cast this gambit as a bonus action, choose 
a creature in range that can see and understand you. That 
creature must succeed on a Charisma saving throw or be 
compelled to answer your challenge. For the next minute, 
the compelled creature cannot target a creature other 
than you with an attack or a harmful gambit unless it 
succeeds on a Wisdom saving throw. On a failed save, the 
creature must target you or lose the attack or gambit. 

The compulsion effect ends early if you attack any 
other creature, if you cast a gambit that targets a hostile 
creature other than the target, if a creature friendly to you 
damages the target or casts a harmful gambit on it, or if 
you end your turn more than 60 feet away from the target. 

When you cast this gambit over an hour, you instead 
post a public notice challenging a local public figure 
who has insulted or otherwise wronged you to a duel. 

You must specify the location (must be a location where 
duels are legal), conditions, and weaponry (if any) to be 
used. The target has 7 days to respond to the challenge. 

If the creature refuses your challenge, it suffers 1 level of 
exhaustion as it is ridiculed for its cowardice by the public. 
If the creature has a higher proficiency bonus than 
you, it can refuse the duel without consequence, or it can 
make one change to the duel's parameters. If you refuse 
this change you must forfeit the duel and suffer the level 

of exhaustion as you are ridiculed instead. 

When the day of the duel arrives, if either participant or 
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any of its allies break the agreed-upon conditions, then that 
participant immediately forfeits the duel. Any and all of the 
creatures who broke the agreement are disgraced and suffer 
1 level of exhaustion. They are accosted by the community 
for their treachery and may face legal repercussions. 

Any exhaustion caused by this gambit lasts for a 
number of days equal to your Charisma modifier plus your 
proficiency bonus. Once you cast this gambit to challenge 
an individual to a duel, you can’t do so again for 30 days. 


— — 


DUE ELS AND CONSEQUENCES 
) To be considered legitimate, the terms of a duel mi 
_ be specified before it begins. Is the duel a mélée, 
- do the participants take turns exchanging shots? | 
_ it conclude once both have discharged their firearms? 
“If both still stand, can the aggrieved party demand 

- satisfaction to insist on another round? Is the duel to 


- 4l'outrance... a duel to the death? y 
A duel is typically between two individuals, but if 
- both parties agree, the conditions could allow their 
seconds to participate alongside or in a challenger's 
stead. Should any person interfere in a duel or disobey 
_ its rules, those individual(s) are discredited and may 
_ lose their social standing, or even be arrested. 
Even when legally arranged, there may be a cost 
engaging in a duel. Pacifists and many common | 
k condemn those that would settle a dispute with 
od rather than words, and friends and relatives of a 
opponent may seek vengeance on their behalf. 


4 ae —— 


— 


DEAD DROP 
1st-level divination 


Casting Time: 10 minutes 
Range: 1 mile 
Components: S 
Duration: Instantaneous 


You search for a nearby cache of food and supplies hidden 
by members of your cause. To locate a dead drop you must 
be within a settlement, or near the outskirts. The cache is 
stocked with enough rations to feed up to 6 creatures for 
one day and some additional supplies, which cannot be sold. 
Roll a diz and consult the table for the supplies. The first 
time you successfully locate a cache, it is fully stocked. 


di2 
1-2 


Supplies 
3 lb. of tallow and £1 worth of ammunition 


3-7. £2 worth of ammunition 

8-9 Two vent picks and £1 worth of ammunition 

10 One poultice of healing 

11. Two portfire or one smokepot grenade(s) 

12 Acctyptic clue or message, determined by the GM 


While at a cache you can leave a hidden message 
of 25 words or less visible to any creature loyal to your 
cause, or a specific creature with whom you are familiar. 
Any creature who finds the cache can search the location 


first blood, or until one party concedes? Or is the duel | 


with an Intelligence (Investigation) check against your 
gambit save DC. On a success they locate your hidden 
message. On average, caches are checked by allied 
partisans once a week. 

If you cast this gambit two or more times before 
completing your next long rest, or while in hostile 
territory, there is a cumulative 25 percent chance that you 
are unable to locate a cache. 


DEFENSIVE POSITION 
3rd-level transmutation 


Casting Time: 1 action 

Range: Touch 

Components: S, M (a shovel or pickaxe) 
Duration: Concentration, up to 10 minutes 


Using nearby wood, stone, or iron, you reinforce part of a 
wall or an area of natural terrain to withstand an oncoming 
artillery barrage. Select a section no longer than a 15-foot- 
line along the outer edge of a barrier that provides cover. You 


| reinforce this position, lightly fortifying it against artillery 


fire. The damage and remaining range of any ordnance 


| that crosses the defensive position is reduced by half. 


If the position is struck by any ordnance, it loses its 
reinforcement benefits. Until the gambit ends, you or 
an ally in the area can restore the reinforcement of the 


J position by making a DC 15 Wisdom (Artisan’s Tools) 
check as an action. Creatures have disadvantage on this 


check unless they use carpenter's tools or mason’s tools. 

If you maintain your concentration on this gambit 
for its whole duration, the position gains a Fortification 
Rating equal to twice your proficiency bonus, allowing it 
to block the path of ordnance instead of just weakening 
the blast. Every successful artillery attack made against 
the position reduces its Fortification Rating by 1. 

If left unattended for 8 hours, the position loses its 
Fortification Rating. 


DIRTY TRICKS 
1st-level evocation 


Casting Time: 1 bonus action 
Range: Touch 

Components: S 

Duration: 1 minute 


You catch your foe off guard, and use the moment of 
confusion to deliver a debilitating attack. The target 
must make a Strength saving throw. On a failure, the 
creature suffers an effect of your choice from any of the 
ones described below. 

Ringing Blow. You strike the creature in the temple, breaking 
their concentration and deafening them for the duration. 

Sweep the Legs. A quick strike to the kneecap 
knocks a Large or smaller creature prone and it suffers 
disadvantage on its next Dexterity save made before the 
end of the gambit’s duration. 

Nerve Pinch. A precise strike numbs the creature's 
reflexes, slowing their attacks. The creature suffers 
disadvantage on attack rolls until the start of your next 
turn and can't take reactions for the duration. 
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ERECT PALISADE 
1st-level transmutation (ritual) 


Casting Time: 1 minute 

Range: Touch 

Components: M (Shovel, 10s worth of plywood) 
Duration: 3 days 


You create a wall of loose earth and debris. The wall is 6 
inches thick and is composed of three 5 ft tall by 5 ft long 
sections. Each section must be contiguous with at least 
one other sections. A creature behind the wall has three- 
quarters cover from ranged attacks. Attacks that miss by 
the bonus provided by the cover, instead hit the wall. 

Each panel of the palisade has an AC equal to your 
gambit save DC and 15 hit points. Reducing a section to 
0 hit points destroys it and might cause connected panels 
to collapse at the GM's discretion. 

To scale or jump over the wall a creature must make 
a successful Strength (Athletics) check against your 
gambit save DC. 


ESPRIT DE CORPS 
4th-level abjuration 


Casting Time: 1 action 

Range: 60 feet 

Components: V 

Duration: Concentration, up to 1 minute 


You bolster an ally with a rousing speech about devotion to 
your cause. Choose a champion from among the creatures 
within range that can see, hear, and understand you. For 
the duration, your champion is immune to being frightened 
and charmed and gains 10 temporary hit points at the start 
of each of its turns. 

When your champion scores a critical hit on an enemy 
creature, all hostile creatures within 5 feet of that target 
must succeed on a Charisma saving throw or suffer the 
effects of bane for this gambit's duration. This effect 
immediately ends for a creature if it is unable to see your 
champion. When the gambit ends, your champion loses 
any remaining temporary hit points from this gambit. 


EYE OF REASON 
5th-level abjuration 


Casting Time: 1 reaction, which you take when you cast a 
second gambit that requires concentration 

Range: Self 

Components: V 

Duration: Special 


Focusing on your most powerful convictions, you find 

the inner strength to do the impossible. When you cast 
eye of reason, you can maintain concentration on two 
other gambits simultaneously. If you fail any Constitution 
saving throw to maintain concentration, both gambits you 
are concentrating on (as well as this gambit) immediately 
end. This gambit also ends if you stop concentrating on 
either of the gambits you have already cast. 


FORESTALL 
4th-level abjuration 


Casting Time: 1 action 

Range: Self (30-foot radius) 
Components: V, S 

Duration: Concentration, up to 1 minute 


You imbue creatures within 30 feet who can see and 
understand you with determination to persevere. Each 
creature of your choice can choose to suppress one ongoing 
effect caused by a gambit, a condition, a disease, a poison, or 
from any and all levels of exhaustion for the duration. If 
the effect would cause damage, the creature doesn’t take 
any damage from the effect while it is suppressed. 

If you are unable to communicate with the affected 
creatures (such as being made unable to speak), you 
immediately lose concentration on this gambit. 


FOXFIRE 
conjuration cantrip 


Casting Time: 1 action 

Range: 20 feet 

Components: S, M (a vial of fungi) 
Duration: 1 minute 


You throw a handful of fungi and spores at a point within 
range, creating an eerie glow of bioluminescence. The 
area and all objects within glow with dim light in a 10-foot 
radius for the duration. Any creature in the area when the 
gambit is cast must make a Dexterity saving throw or be 
outlined in dim light. 

For the duration, affected creatures have disadvantage 
on all Dexterity (Stealth) checks until they take an action 
to brush the glowing fungi and spores off. In addition, any 
creature investigating an object in the area can make 
Intelligence (Investigation) checks with advantage. 


FUSILLADE 
4th-level evocation 


Casting Time: 1 bonus action 

Range: Self (15-foot radius) 
Components: V, S 

Duration: Concentration, up to 1 minute 


Taking aim at an enemy, you call for a barrage of suppressive 
fire. The next time you hit a Large or smaller target with a 
ranged weapon (or a Huge or larger target with a piece of 
artillery) you can forgo dealing damage to designate the 
target as your mark and force it to make a saving throw 
against one of the following suppressive fire effects: 


¢ Your shot disrupts your mark’s defenses. The target 
must make a Strength saving throw. On a failure, the 
next attacker that deals damage to your mark before 
the start of your next turn can choose to reroll up to 4 of 
their damage dice. The new result must be used. 

¢ You shoot at the sails, wheels, or legs of your mark. The 
target must succeed on a Dexterity saving throw or its 
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speed is reduced to 0, it cannot benefit from any bonus to 
its speed, and it automatically fails any Dexterity ability 
checks and saving throws until the start of your next turn. 

¢ You graze your mark, causing it (and its crew) to take : 
evasive action. The target must succeed on a Constitution 
saving throw or lose its damage threshold and all 
resistances until the start of your next turn. If your 
mark is a creature, it also drops prone on a failed save. 


Until the gambit ends, you can instruct nearby creatures 
to join the barrage. Each ally in a 15-foot radius centered 
on you can take an action to make a special attack against 
your mark—using a loaded firearm if the target is Large or 
smaller, or a loaded piece of artillery if the target is Huge 
or larger. If the attack hits it deals no damage, instead 
causing one of the suppressive fire effects listed above. 

For the duration, you can designate a new target for 
fusillade as a bonus action. 


HARSH INVECTIVE 
3rd-level enchantment 
Casting Time: 1 action 
Range: 60 feet 


Components: V 
Duration: Concentration, up to 1 minute 


Your scorn and slander wracks your opponent with pain. 
Choose a creature that you can see within range that can 
hear and understand you. That creature must make a 
Wisdom saving throw. On a failed save, the target takes 
2d10 psychic damage, and has disadvantage on a saving 
throw of your choice for the duration. 

Until the gambit ends, you may use a bonus action on 
each of your subsequent turns to inflict this damage again. 
If the target drops to 0 hit points before this gambit ends, 
you can use a bonus action on a subsequent turn to vex a 
new creature. 

If you do not share a language with the target, it takes 
half as much damage and has advantage on its saving throw. 

At Higher Levels. When you cast this gambit using a 
slot of 4th level or higher, the damage increases by 1d10 for 
each slot level above 3rd. 
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5th-level enchantment 


Casting Time: 1 action 

Range: Self 

Components: V, S 

Duration: Concentration, up to 1 minute 


You give a rousing speech, encouraging your companions 
and bolstering their resolve to keep fighting. The passion 
in your voice transcends language. For the duration, all 
friendly creatures in a 30-foot radius that possess a language 
and can see and hear you can't be frightened and gain a 
bonus to all saving throws equal to your casting modifier. 
Until the gambit ends, you can use a bonus action 
on each of your turns to allow an affected creature to 
immediately move up to half their speed and take an 
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action. This action can be used to attack (one weapon 
attack only), Dash, Disengage, Hide, Use an Object, or to 
reload or repair a firearm. 


IGNITE FERVOR 
3nd-level abjuration 


Casting Time: 1 action 

Range: 30 feet 

Components: V 

Duration: Concentration, up to 1 minute 


Your determination and zeal inspires an ally to fight 
through their pain. Choose a creature you can see within 
range that can hear and understand you. For the duration, 
the creature gains resistance to damage from non- 
masterwork weapons from your choice of either melee 
attacks or ranged attacks. 


IMPROVISED ARTILLERY 
2nd-level transmutation 


Casting Time: 10 minutes 

Range: Touch 

Components: §, M (a hollowed out log and £3, 10s 
worth of gunpowder and metal hoops, which the gambit 
consumes) 

Duration: 8 hours 


By reinforcing and hollowing a log you create a Makeshift 
Cannon, loaded with round shot (see chapter 4 for the 
rules on how to fire and load artillery). If the Makeshift 
Cannon is forced to make an ability check or saving 
throw, treat all its ability scores as 10 (+0). A Makeshift 
Cannon falls apart 8 hours after creation. 


MAKESHIFT CANNON 
Small Cannon (2-pound gun) — 50 lb. 


Armor Class: 13 (pine) 

Hit Points: 25 (damage threshold 5) 
Maximum Crew: 4 

Damage: 6d6 ballistic 

Misfire Score: 6 

Range: 75/300 feet 

Damage Immunities: poison, psychic 


Available Ordnance: round shot (£1, 10s), wadded shot (¢2) 


If you act as the gunner of the Makeshift Cannon, you 
can use your casting modifier, instead of Intelligence, for 
artillery attacks and save DCs. The Makeshift Cannon is 
created with a single shot. Additional ordnance can be 
purchased or crafted as normal. 

On a misfire, instead of the normal effect, the 
Makeshift Cannon explodes. Every creature within 5 feet 
of the Makeshift Cannon must make a Dexterity saving 
throw based on your gambit save DC. A creature takes 
3d6 ballistic damage on a failed save or half as much on 
a success. 

At Higher Levels. When you use a gambit slot of 3rd 
level or higher, the Makeshift Cannon's damage increases 


to 9d6 and its range increases to 150/600 feet. When you 
use a gambit slot of 5th level or higher, the Makeshift 
Cannon's damage increases to 12d6 and its range 
increases to 300/1,200 feet. 


INTELLIGENCE NETWORK 
3rd-level divination 


Casting Time: 1 hour 
Range: Self 
Components: V 
Duration: Special 


You make contact with an agent loyal to your cause 

in a city or village. You can use this agent to gather 
information about the settlement or individuals within 
(except individuals under the effects of nondetection). 
Choose one of the following: 


¢ Learn information and gossip pertaining to a specific 
local official. 

¢ Learn tactical information about the placement of the town. 

¢ Learn the breakdown of the town’s allegiances. 

¢ Learn about local recent history. 

¢ Learn the details and layout of a nearby garrison or 
army encampment. 


Your agent will return in 8 hours with the intelligence 
you chose to collect. You can choose to gather more than 
one piece of information as part of casting this gambit, 
but doing so poses a risk to all involved. You can select 
any number of pieces of information from the list above, 
but each piece of information beyond the first increases 
the chance of a negative outcome. The GM rolls a dioo 
and consults the following table to determine your 
agent's success. 


d100_ Effect 
1-65 The agent returns 8 hours later with the information. 


Your agent encounters difficulty with their mission. 


= They return in 8 hours, but have no information. 


Your agent is detained by local authorities for 
unrelated crimes. They do not return, but no one 
is the wiser of your actions in this settlement. 


76-85 


Your agent does not return, and is captured by 
hostile forces who are notified of your 
presence in the settlement. 


86-90 


Your agent is detected, but not captured. They 
return with the information in 8 hours, but they are 
followed back to your location by your enemies. 


91-95 


Your agent is turned by your enemies. They return 
in 8 hours with false information that may mislead 
or endanger your party. Hostile forces are notified 
of your presence in the settlement. 


96-99 


Your agent is killed, and any information they 
gathered is lost. Hostile forces are on higher alert 
for the remainder of your time in the settlement. 


100+ 
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For each additional piece of information that you send 
your agent to gather, the GM adds an additional 10 to the 
die result. If a settlement is sympathetic to your cause, 
the GM subtracts 10 from the die result. If a settlement is 
hostile to your cause, the GM adds 10 to the result. 


2nd-level necromancy 


Casting Time: 10 minutes 

Range: Touch 

Components: S, M (jar of European leeches worth £5) 
Duration: 8 hours 


Using a treatment practiced since antiquity you carefully 
apply leeches on the exposed skin of a willing creature. 
The removal of this excess blood invigorates the creature, 
restoring its humoral balance. This can be draining to 
those weak of character. 

After the leeches are applied, the creature must make a 
Constitution saving throw. You can choose whether or not 
to grant the creature advantage on this save; if you do so 
the creature is unaware of your choice. 

On a success, the creature gains a number of temporary 
hit points equal to 2d10 + your casting ability modifier. 
These hit points last for the duration of the gambit. The 
creature can also make a new save against any diseases or 
poisons it is afflicted with, as if it had completed a long rest. 

On a failure, the creature is poisoned for the duration. While 
poisoned, the creature suffers from 2 levels of exhaustion. 

At Higher Levels. When you cast this gambit using a 
gambit slot of 3rd or 4th level, it has a greater effect. Ona 
success, the creature gains an additional 2d10 temporary 
hit points. On a failure, the poisoned duration is increased 
to 24 hours and the exhaustion from this gambit is not 
reduced by a long rest. 

When you cast this gambit using a gambit slot of 5th 
level or higher, its effect is even more potent. On a success, 
the creature gains an additional 4d10 temporary hit points. 
On a failure, the poisoned duration is increased to 7 days and 
the exhaustion from this gambit is not reduced by completing 
a long rest or by treating the poisoned condition. 


1st-level enchantment 

Casting Time: 1 reaction, which you take when accosted, 
challenged, or hailed by a creature that you and your 
companions are not fighting 

Range: 30 feet 


Components: V 
Duration: Instantaneous 


You respond in an illogical way to a creature accosting, 
hailing, or challenging you. The creature and up to two 
other creatures in its group that you can see and are 
within range must make Intelligence saving throws. 

On a failure, the targets are distracted or drawn into 
an argument with their comrades, and will be surprised 
if combat breaks out this round. You have advantage on 
Charisma checks made against surprised creatures until 
the end of your next turn. As normal, surprised creatures 
can't move or take an action, and can't take a reaction 
until the end of their first turn. 

If any of the targets are engaged in combat, they are 
immune to this effect. If you do not share a language with 
these creatures, they have advantage on their saving throw. 

At Higher Levels. When you cast this gambit using 
a gambit slot of 2nd level or higher, you can target one 
additional creature for each slot level above 1st. 


3rd-level conjuration 


Casting Time: 1 hour 

Range: 60 feet 

Components: V, S 

Duration: 8 hours, or until disrupted or triggered 


You recruit a handful of noncombatants sympathetic to 
your cause to aid you. While unwilling to risk their lives 
in open combat, these creatures agree to fire a single 
volley when the time is right, and then quickly scatter. 
When you cast this gambit you must specify if you want 
your allies to fire a volley with bows or with muskets. 


i 
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By spending 1 attack or 1 action on your turn, you 
can signal your allies to launch their volley at a point 
within 60 feet of you. Each creature in the area of effect 
of the volley must make a Dexterity saving throw, taking 
406 damage on a failed save, or half as much damage 
on a successful one. If you choose bows, the volley 
does piercing damage in a 30-foot radius. If you choose 
muskets, the volley does ballistic damage in a 20-foot 
wide line 100 feet long—the line must begin behind cover 
or some other obscuring terrain. 

These allies will only travel 10 miles from where they 
were recruited and if traveling behind enemy lines, hostile 
scouts may detect your allies and disrupt the volley. Behind 
enemy lines, there is a cumulative 25 percent chance of 
the volley being disrupted for each casting that you (or 
anyone in your party) makes during a 24-hour period. The 
GM makes this roll in secret when you attempt to activate 
your volley. If the volley is disrupted, your allies flee and 
do not give away your location even if they are captured. 


RHETORIC 
1st-level enchantment 


Casting Time: 1 bonus action 

Range: Self 

Components: V 

Duration: Concentration, up to 1 minute 


You focus on the cadence and diction of your words to 
best influence those around you. For the duration of 
this gambit, you can make a Charisma (Performance) 
check in place of any Charisma check you would make. 
Whenever you make a Charisma (Performance) check, 
treat a roll of 7 or lower on the d20 as an 8. Ona d20 roll 
of a1, your oration backfires and you lose concentration 
on this gambit. 

effect as a ritual; if you do so the casting time becomes 
10 minutes and this effect cannot restore rigging or a 
rope above half of its total hit points. 


RUSE DE GUERRE 
5th-level illusion 


Casting Time: 1 hour 

Range: Touch 

Components: V, S, M (between 5-20 assisting creatures 
which must stay within 100 feet of you) 

Duration: Concentration, up to 8 hours 


With signal fires, drums, shouts, and creative use of 
terrain, you make a small group of creatures seem 
like a large, formidable force. While you maintain 
concentration on this gambit, you can coordinate with 
your allies to make it appear that a large force of troops 
is heading in the direction you chose. You can make this 
force appear to be deploying for battle, preparing for a 
siege, or mounting a retreat. 

Enemy commanders up to 5 miles away can attempt 
a Wisdom (Insight) check against your gambit save DC 
to see through your ruse. A commander who discerns the 


illusion for what it is can pinpoint your location based on 
the movements of your allies. 

This illusion’s strength is directly proportional to the 
number of creatures assisting in the gambit. For every 
five creatures beyond the first five, increase the gambit 
save DC of this gambit by 2. If a creature is observing 
through a spyglass, it has advantage on Wisdom checks 
to see through this illusion. Any creature within 50 feet of 
you sees through the illusion. 


SALLY FORTH 
2nd-level abjuration 


Casting Time: 1 action 

Range: 30 feet 

Components: V 

Duration: Concentration, up to 1 minute 


Shouting orders, you encourage a creature to push onward. 
Choose a willing creature that you can see within range 
and that can hear and understand you. Until the gambit 
ends, the creature’s speed is doubled, it gains a +2 bonus to 
AC, and it has advantage on Dexterity saving throws. 

As a reaction, you can dismiss this gambit to grant the 
target an additional action. That action can be used only 
to Attack (one weapon attack only), Dash, Disengage, 
Hide, Use an Object, or to reload or repair a firearm. 


SIEGE TOWER 
3rd-leyel transmutation 


Casting Time: 24 hours 

Range: Touch 

Components: S, M (fresh lumber) 
Duration: Permanent 


Felling several trees, you use this fresh lumber to create 
a siege tower, useful for shooting into a fort and for 
scouting. The tower can be up to 25-foot high and is 
5-foot by 5-foot wide. On the top of the tower is a 10-foot 
by 10-foot platform. There is a ladder that hangs down 
from this platform. 

Any creature on top of the tower makes all Wisdom 
(Perception) checks that rely on vision with advantage. 
In addition, ranged attacks from the platform ignore 
cover benefits from smaller walls, towers, or palisades. 

While cumbersome to move, the tower isn't 
immobile. It can be pulled using ropes, logs, and a 
minimum of four creatures. These creatures can pull 
the tower along by spending an action to move it 5 feet. 
For every four additional creatures pulling the tower it 
can move 5 additional feet a round. A creature with the 
Beast of Burden ability counts as two creatures, or four 
if it is large sized. 

Additional creatures can help with construction. 
Every creature helping with the construction reduces 
the total casting time by 2 hours (creatures with 
proficiency in carpenter's tools can reduce the casting 
time by 4 hours). Multiple creatures can help this way, 
reducing the casting time to a minimum of 4 hours. 
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SUMMON COMPANY 
5th-level conjuration 


Casting Time: 1 hour 

Range: Self 

Components: V, M (a signed writ of orders) 
Duration: 8 hours 


After obtaining the necessary orders from a commanding 
officer, you procure a small half-platoon of 8 footmen 
and a drummer led by a foot sergeant. These soldiers are 
under your command for the duration and are friendly to 
you and your companions. These troops will follow your 
orders to perform any non-suicidal tasks. 

At the start of combat, roll initiative for the 
summoned creatures as a group, which has its own 
turns. They obey any verbal commands that you issue to 
them (no action required by you). If you don’t issue any 
commands to them, they defend themselves from hostile 
creatures, but otherwise take no actions. 

While in command of a company, you cannot cast 
this gambit again until the troops have returned to the 
army, deserted, or have perished. If all or most of the 
troops under your command have died, an officer may be 
unwilling to lend you more troops in the future and may 
demand compensation for their loss. 


TONGUE LASH 
1st-level enchantment 


Casting Time: 1 action 
Range: 30 feet 
Components: V 
Duration: Instantaneous 


You cuss and curse at a creature of your choice within 
range that can see and understand you, enraging them 
and goading them to attack you. The target must make 
a Wisdom saving throw. On a failed save, it takes 3d4 
psychic damage and must immediately use its reaction, if 
available, to move as far as its speed allows towards you. 

The creature will take the most direct path to you that 
doesn't move into obviously dangerous ground, such as a 
fire or a pit, but it will provoke attacks of opportunity (if 
necessary) to reach you. At the start of its next turn if the 
creature is within 5 feet of you, it must target you with at 
least one melee attack. If the creature can make multiple 
attacks, it can allocate the rest of its attacks at any target 
as normal. On a successful save, the target takes half as 
much damage and doesn’t move towards you. A deafened 
creature automatically succeeds on the save. 

At Higher Levels. When you cast this gambit using 
a gambit slot of 3rd level or higher, you can target one 
additional creature. When you use a gambit slot of 5th 
level or higher, you can target two additional creatures. 


OPTIONAL RULE: BATTLE FATIGUE 
If a creature would be reduced to 0 hit points by 
psychic damage, it is instead reduced to 1 hit point 
and incapacitated. This represents collapsing into a 
non-responsive state (be it shock, panic, or catatonia) 
from fear or stress. If the creature is healed or can take 
a short rest, it can remove the incapacitated condition. 


TO THE GALLOWS 
4th-level enchantment 


Casting Time: 1 action 
Range: Self (20-foot radius) 
Components: V 

Duration: Instantaneous 


Through condemnations and threats, you instill a sense 
of dread into your foes. Choose a language you know. 
Any creature of your choice that understands the chosen 
language within a 20-foot radius centered on you must 
make a Wisdom saving throw. A creature takes 4d10 
psychic damage on a failed save, or half as much damage 
on a successful one. On a failed save, an affected creature 
is restrained until the end of its next turn, as it struggles 
with its own mortality and loses focus of the world 
around it. 

If a creature’s saving throw is successful, the creature 
is immune to this gambit for the next 24 hours. 


TRIAGE 
2nd-level necromancy 


Casting Time: 10 minutes 

Range: Self 

Components: V, M (a healer's kit, which the gambit 
consumes) 

Duration: Instantaneous 


You can resuscitate a number of creatures equal to your 
proficiency bonus who have failed their death saving 
throws within the last 10 minutes. A creature resuscitated 
in this way is restored to 0 hit points and becomes stable. 
They remain unconscious for the next 8 hours. 

Weak from its brush with death, the target takes a 
-4 penalty to all attack rolls, saving throws, and ability 
checks. Every time the target finishes a long rest, the 
penalty is reduced by 1 until it disappears. 
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